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WARNING 


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, 
or anyone in your family, has an epileptic condition, consult your physician prior 
to playing. If you experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions — IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 
This disc is intended for use only with PlayStation 2 consoles 
with the NTSC U/C designation. 
Do not bend it, crush it or submerge it in liquids. 
Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 
Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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GETTING STARTED 


EMORY CARD slot 1 1 } we ——— disc tray 
— = RESET buttoh 


OPEN button 


| USB connector ¥ Note: illustration may not match all 


PlayStation®2 console types. For owners of 
‘controller port 1 J | SCPH-70000 series PlayStation®2 systems, refer 
Controller port 2 J to the setup instructions supplied with your system. 


Ay 


up your PlayStation®2 computer entertainment system according to 
- instructions in its. Instruction Manual. Make sure the MAIN 
WER switch (located on the back of the console) is turned ON. Press 


¥ will open. Place the “Shadow Hearts™" dise on the disc tray with 
‘label side facing up. Press the OPEN button again and the disc tray 
close, Attach game controllers and other peripherals, as appropriate. 
low on-screen instructions and refer to this manual for information on 
ng the software. 


ory Card (8MB) (for PlayStation®?) 
Save game settings and progress, insert a memory card (8MB) (for 
yStation®2) into MEMORY CARD slot 1 of your PlayStation®2 system. 
u can load saved game data from the same memory card or any memory, 
c (8MB) (for PlayStation®2) containing previously saved games. 
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STARTING 


UP 


K°2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2b 
L1 button R1 butto! 
directional ; 
buttons 3 
4) é 
a ; 
left analog stick (@ 
(L3 button when pushed down) 
SELECT button x 
ANALOG mode button O 


START button 
right analog stick 
(R3 button when pushed down) 


Take a moment to familiarize yourself with the button layout of your DUA 
SHOCK ®¢2 analog controller. These buttons will be referred to throughout t 
Instruction Manual. Please see the following pages for the default game 
trols as well as how to navigate through the gamé& menus. 
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EFAULT GAME CONTROLS 
analog stick - Move character/navigate menus 
irectional buttons - Move character/navigate menus 
) button - Run (when using the Directional buttons to move) 
9 button - Confirm 
button - Cancel 
button - Display the Command Menu screen 
or button - Display the “Escapé command during battle 
Left analog stick gives you greater control of your charactets movement. 
you press lightly in a direction, your character will walk. If you press the Left 
alog stick all the way in a direction, your character will run. 


;, Dutton. - Start the game/skip cinematics 


ENU NAVIGATION 

madow Hearts™ contains a number of menus. To navigate through a menu, 
ighlight your selection using the directional buttons or Left analog stick. 
‘onfirm your choice by pressing the & button. To go back to the previous 
reen, press the @ button. 


Rouen, France - 1913 

te 
A traveling English priest is brutally murdered on a rainy night. His only 
daughter, believed to have been traveling with him, and his possession 
have vanished. She has been classified as inissing’ 


One month later... 


A steam train blazes under the clear, starry sky. The train from Changchun 
headed for Dairen. Inside the Japanese armys luxury car, located in the back 
the train, sits the murdered priests daughter. She has beautiful blonde hair al 
eyes full of sorrow. Bored, she stares outside at the scenery. 


An English gentleman approaches the girl. The next moment, a scream ri 
through the train. One of the Japanese bodyguards is torn like a piece of pap 
and falls to the ground. The English gentleman, smiling, locks his i on 


the girl. f 


“Wh-who are yout!’ the girl whimpers. Lou 
“Lam Roger Bacon and’! have come to take you away: — 


A great tragedy is about to begin... 


the gamé Title screen, press the 2. button. Next, select from beginning 

New Game or Continuing.a game (if you have saved data available on 

i Memory Card (8MB) for PlayStation®2). When you have selected, press 
he & button to begin playing. 


yu can also ad just the Vibration Function of your DUALSHOCK®2 ana- 
controller. Select VIBRATION from the Main Menu and press the 
ton. Next, select from ON or OFF 


AVING ANDLOADING GAME DATA 

order to save game data, you must use a Memory Card (8MB) for 
layStation®2. Press the @ button at a save point and select SAVE from 
he Command Menu screen, under the “Daté column. Choose a Memory 
=: td (8MB) for PlayStation®? and a file to save to using the directional but- 


ons. Confirm your save command by pressing the % button to complete 
he operation. 


9 load game data, select LOAD from the “Daté column of the Command 
Aenu screen. Select the file you want to load with the directional buttons 


BASIC FIGHTING 4 
Shadow Hearts™ is a game of myth, magic and the macabre. As the story’ 
unfolds,-you will find yourself facing off against a variety of powerful and 
unearthly enemies. In order to finish the game, you will have to rely not 
only on your physical powers, but your supernatural powers as well, 
Shadow Hearts™ is a “turn based” game. This means that when in battle, 
each character (or monster) on-screen will get a chance (turn) to attack r 
defend. Each character thereafter will receive their turn and so on. The bat® 
tle will continue until one side has won the fight. 


HP (HIT POINTS) 

Each character (or monster) will have a number which represents their 4 
Points, which in turn, represents the amount of life in that character. e1 
in a battle, if a character (or monster) loses all of their HP they will die. — 


MP (MAGIC POINTS) 

A playets ability to use magic is determined by Magic Points (MP). 
points allow for a player to cast spells (offensive and defensive) and perfo} 
other magical feats. Once a players MP runs out, they will lose their magi- 
cal powers. 


SP (SANITY POINTS) f 
Fighting monsters pushes oné mental state to its limit. Long battles affect th 
mind as well as the body. The longer the battle, the more evil energy yo 
receive from the monsters. Characters with weak spirit can lose their san 
ty if they receive too much evil energy. SP (Sanity Points) shows the mei 
tal strength of a character and are displayed at the far right adjacent tt 


sanity.and goes “berserk The main character also spends SP when the 
fuse witha monster. You can tell by the large SP consumption that fi 
is very hard. on the spirit. 


E 


ing the game, you will face countless enemies. These vile monsters come 

many forms, some weak while others strong. When you are attacked 

ing the game, the screen will flash and twist. After this happens, jget 
Teady to fight. In order to win in battle, you must know what to do. 


The camera will rotate and show you the enemies you will be facing. Take 
note of which one you think may be the strongest or the weakest, as this may 
help you in the upcoming battle. After each character (or monster) has been 
shown, it is then time to begin the battle. 


Pt: THE ACTION MENU 

* Action Menu is where you will make your decision on what to do in 
the battle. Move the cursor next to the sub-menu you wish to access and 
then press the & button. To cancel your command, press the @ button. 


qi 


his is your basic physical-attack. After choosing to attack, you will choose 

e enemy you want to target. Move the cursor over the desired enemy and 
dress the & button to begin your move. After you have pressed the &%@ but- 
on, you.cannot cancel the command. 


FUSION (OR SECOND ITEM) 
Use your Sanity Points to morph into a powerful beast. This “fusiort of man 
“and monster will cost you valuable Sanity Points, but will make your attacks 


/ 4 


stronger. After you have pressed the €@ button, you will be able to 
select the form you wish to take. Select one (there may be times when only 
one is available) and press the €8 button again to activate the fusion: 


While FUSION is a power which Yuri possesses, this second item in the 
Action Menu is unique for each character. For example, Alicé second item: 
in the Action Menu is WHITEMAGIC. Each usable character will have 
a specific action'they can perform, which gives way to even more actions, 


ITEM 

Items are collected throughout the game and can be used for many different 
reasons. Some are attack-based and others are defensive, such as healing an 
injured character. After selecting an item, select the character on-screen that 
you want to use the item on and press the & button. Remember that if you 
are using a healing item (such as the Thera Leaf), use it on one of your char . 
acters! You may just help an enemy without knowing it. 


DEFEND 

If you choose to defend, your charactes turn in battle will show them cov 
ering themselves for an attack. Choosing to defend doesrit mean you wort 
take damage, you just worit take as much as if you didnt defend yourself. 


NOTE: When in battle, look at the bottom of the screen when you are 
choosing an attack or defense. The text that appears will give you a descrip 
tion of what the highlighted item/action does. ; 


the Judgment Ring... 


The actions of each character (that you control) are determined by the 
Judgment Ring. This powerful symbol reflects oné& chances of perform- 
‘ing a task, whether it be as calculated as an attack or as simple as opening a 
gate. Either way, when it comes to using the Judgment Ring, timing IS 
everything! 


en it comes time to use the Judgment Ring, sections of the ring will be 
ighlighted. The object of using the Judgment Ring is to stop the cursor in 

¢ highlighted areas by pressing the & button. As the meter spins around 

@ ring, press the & button as many times as there are highlighted areas 
fo complete your action. The closer you can get the meter to the outside edge 
of a highlighted area, the better your action will be. This is very difficult-to 
do, but will be extremely useful in a fight. Also, if you are in a fight make 


sure you check the meter in the first area, as this will give you at least one 


a tack. If you dont check the first area, you will not be able to launch an 
ittack. 


he ring is different for each character and task. Make sure you know 
re to check the meter based upon the task you are trying to accomplish. 


in case you find yourself lost in the game. While it wort give you hi t 
about what to Ao, the Command Menu acts as an in- -game instructio i 


You can navigate through the Command Menu by using the Left analog 
stick or directional buttons to highlight items. Press the €% button to access th 
item. Pay attention to the NOTE bar at the bottom of the screen. This will iW 


pages of the Command Menu. 


THE CHARACTERS 


Yuri Hyuga 

| Age: 24 Class: Darkness 

| Born in 1890 to a Japanese father and a Russian 
mother, Yuris birthplace is unknown. In his youth, he 
moved throughout China, going wherever his fatheis 
military. assignments took them. Both of his parents 
died when he was 10 years old. Yuri fusion ability 
awakened at the moment of their death and he has been 
a harmonixer ever since, He is searching for the owner 
of a mysterious voice, which guides him during this 
story. 


20 Class: Light 

Raised in London, Alice began to hear super- 
atural voices at a young age. and became an 
xorcist, helping her father perform exorcisms. | 
Now, people of influence want to capture her 17 
nd use her power for their own purposes. She 

s hy and introverted at first, but her perky per- 
sonality returns as she embarks on her journey 
with Yuri. 


fa) Roger Bacon 

Age: ! Class: Darkness 

This mysterious English gentleman is 
hunting Alice for reasons not yet clear. 
His good-natured facade belies a cruel 
personality. He is pure eviland uses his 
powerful ancient magic to accomplish 
his sinister deeds. 


ea 


THE CHARACTERS 


Zhuzhen Liu 

Age: Over 60 Class: Fire 

This wise sage is deft in the ways of Yin and 
Yang and Feng Shui. He hints at some past 
connection with Yuri and Bacon. 


Margarete G. Zelle 

Age: — Class: Water 

She is a world famous spy. She meets Yuri 
Alice by chance and decides to tag along ont 
journey. 


Keith Valentine 

Age: About 400, Class: Earth 

He is the lord of an.eastern European cas- 
tle~Bored of sleeping his life away at the 
castle, Keith decides to join Yuri and 
Alicé journey. 


he Graveyard 

The Graveyard is the resting place of souls and plays a crucial role in Yuris 
special ability of fusion. He can swallow up monsters into his conciousness 
and take their form to use their abilities. The ability to control a monsters 
ability may seem convenient, but the user carries a risk of having their con- 


graveyard. The tombstones begin to glow when Yuri defeats enough mon- 
sters to accumulate sufficient Soul. Check the glowing tombstone - a mon- 
fer of a certain class will appear. Fight these monsters and defeat them to 


5 corcists expel evil spirits from the possessed. Everywhere in the world, some 
orm of an exorcising ritual exists. As a Christian exorcist, Alice possesses the 
er to perform this ritual. An exorcist also has the power to hear super- 


Magic. On the downside, others can use her power to summon a powerful, 
il spirit. The struggle to acquire her power brings on a great disaster. 


Malice 

1 any RPG (role-playing game), your ability rises as you defeat enemies. 
What, then, happens to the souls of the defeated? Malice is the vengeance 
of monsters killed in battle. By defeating monsters, Yuri earns the energy to 
faise his abilities but he also earns malice energy. He must clear out the accu- 
nulated malice at some point. The only place to clear the accumulated mal- 
ce is in the graveyard. One who can neutralize the vengeance of the slain 
is the true hero. 
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GLOSSARY > 


The defeated monsters wish is to instill fear into Yuris heart - that is # e 
curse of the masked monster’ Will Yuri remain in fear of his worst enemy 
or will he defeat it! Only you, the player can decide his fate. } 


Yin & Yang and Feng Shui ra 
The term Feng Shui originated in the ancient Chinese “Book of Burial Its 
philosophy is based on Five Material Agents. Yin and Yang and the Five 
Material Agents are both Chinese universal explanatory principles. Th 
essential principle of Yin and Yang is that the universe consists of tw 

opposing elements, the Yin and the Yang. Heaven and earth, right an 

wrong, man and woman, light and darkness - these opposing forces wor 

to cancel each other out and maintain balance. The Five Material Agents 
principle is based on the principle that the universe consists of five ma eri 
als; wood, fire, earth, metal and water. There is also Ayurveda, which iden 
tifies earth, water, fire, wind and sky as the five elements that make up thi 

universe. Of the five, earth, fire and sky represent the ground, the sun and 
the universe. Wind and water chooses the chi” emitted from these three 
spaces. This principle is said to be the origin of Feng Shui. Shadow Hearts™ 
combines elements of Chinese sage arts and western concepts of good and evi 
to make up a unique world of mysticism. 
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MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser Of 
this Midway Home Entertainment Inc. software product that the medium on 
which this computer program is recorded is free from defects in materials and 
workmanship for a period of ninety (90) days from the date of purchase. This 
Midway Home Entertainment Inc. software program is sold “as is,” without 
express or implied warranty damages of any kind, and Midway Home 
Entertainment Inc. is not liable for any losses or damages of any kind result 
ing from the use of this program. Midway Home Entertainment Inc. agrees for 
a period of ninety (90) days to either repair or replace, at its option, free of 
charge, any Midway Home Entertainment Inc. software product, postage” 
paid, with proof of purchase, at its Factory Service Center. 


This warranty is not applicable to normal wear and tear. This warranty shall 
not be applicable and shall be void if the defect in the Midway Home 
Entertainment Inc. software product has arisen through abuse, unreasonable: 
use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER: 
WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY: 
NATURE SHALL BE BINDING ON OR OBLIGATE Midway Home 
Entertainment Inc. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SO o 
WARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND: 
FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) 
DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL MIDWAY HOME 
ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR’ 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR} 
MALFUNCTION OF THIS Midway Home Entertainment Inc. SOFTWAF E 

PRODUCT. 


the above limitations and/or exclusions of liability may not apply to you. T n 
warranty gives you specific rights, and you may also have other rights whit 
vary from state to state. 


Midway Home Entertainment Inc. Midway Customer Support — 
Attn: Tech/Customer Support (408) 473-9499 
PO Box 360839 10:00am - 6:30pm / Pacific Time 
Milpitas, Ca 95036-0839 Monday — Friday 
WWW.midway.com Email: support@midway.com 
Hints and Tips e 
For the hottest tips and codes for Midway games, call 1-900-448-HINT (4468). Automated tps and codes are aval 28 
aay, 7 days a week. The cost for automated hints is $1.50 per minute. Live operator support is available Monday t i 


from 10 am to 6:30 pm Pacific Time. You must be 18 years of age or older or have parental consent to call this number: A to 
tone phone is required. Messages are subject to change without notice. ‘ 
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